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INTRODUCTION 


The Spelling and Reading Primer: Because it’s fun, children 
4 to 8 look forward to using it to practice reading and spelling. 
The program’s colorful graphics and tuneful responses encour- 
age youngsters to build word recognition and spelling skills using 
some or all of the program’s 22 word lists. 

How does it work? Children practice reading by choosing the 
realistic picture that matches the word. They practice spelling 
by typing the word that corresponds to the drawing. Children 
who need extra help can review the words and pictures one at 
a time in a demonstration, or practice spelling with a tutorial 
that briefly displays the word before the child types it. 

As a teacher or parent, you'll especially appreciate these 
features: 


e A Learning Manager lets you tailor the lessons to each 
child’s learning needs. You can change lesson length, 
the number and types of words used, and in some les- 
sons, the response time. 


e Word lists can be selected according to type (e.g., ani- 
mal or number words) and difficulty (e.g., three-letter 
or multisyllable words). See Unit Descriptions in the 
Appendices. | 


e The reading level is designed so young children can 
use this program by themselves. 


e Correct responses are immediately rewarded with an 
animated smile and happy melody. The correct answer 
is displayed when responses are wrong. 


The first time you use 7he Reading and Spelling Primer, follow 
the instructions in this guide carefully to acquaint yourself with 
the program. This will also help you see just how the program 
can be customized to fit your child’s needs. 


EduWare Services, Inc. 
185 Berry Street 
San Francisco, CA 94107 


(415) 546-1937 


Program copyright © 1981 by John Conrad. Documentation copy- 
right © 1982, 1985, by EduWare Services, Inc. All Rights Reserved. 
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—- Requirements 


® Memory & Operating Systems Required: 


Apple* Il, Apple H+: 48K; DOS 3.3; 
| Applesoft 

Apple Ile, He: 48K 

Commodore 64° 64K 

IBM PC, PCr, PC XT: 128K; PC DOS 


- ® Disk drive 


® IBM PC & PC XT also require a double-sided 
disk drive and color graphics adapter card. 


Commodore 64 is a trademark of Commodore Electronics Ltd. IBM PC and IBM PCjr are registered trademarks of Inter- 
national Business Machines, Inc. Apple is a registered trademark of Apple Computer, Inc. Franklin Ace is a trademark 
of Franklin Computer Corporation. 


KEY EQUIVALENTS CHART 


If you have an IBM or Commodore 64 computer, you may use 
different keys than those described in this manual. Check this Key 
Equivalents Chart to find out which keys you should use. 


Used to get to 
Learning Manager 
from Choices 
Menu. Used to 
move to the next 
screen. 


[CTRL] + | [CTRL]+ | [RUN-STOP] + | Pressing these 
[RESET] [ALT] + [RESTORE] keys at the same 
[DELETE] time clears the . 
screen and restarts | 
the program. 


Same as pressing 
[0] on menus with 
exit options. Can 
alsointerrupt 
presentation and 
return student to 
Choices Menu. 


[RETURN] Used to enter 
an answer. 


USING SPELLING 
AND READING PRIMER 


Spelling and Reading Primer consists of three learning activities: 
Reading Primer Drill; Spelling Drill; and Spelling Tutorial. 

In Reading Primer Drill, three different objects and a single word 
are displayed. Your child simply taps one key to select the object 
that matches the word. 

In the Spelling Drill, a picture is displayed and your child spells 
the associated word. The Spelling Tutorial displays a word/picture 
combination. After the word disappears, your child spells the 
illustrated word. 


First Time Use 


This program has been preset for first time use to let you see a 
demonstration of the Reading Primer Drill. We encourage you to 
preview some or all of the lessons before assigning them to your 
child. For a complete demonstration of the reading and spelling 
lessons, follow the Getting Started and the Lesson Demonstrations 
instructions. 


To bypass the demonstration, press the RIGHT ARROW key 
[—] when the Choice Menu appears. You can make lesson selec- 
tions on the Learning Manager Menu. 

The program returns you to the Choice Menu after each lesson 
is completed. To start a new lesson, press the RIGHT ARROW 
key to go to the Learning Manager. Then choose [3] ADD NEW 
LEARNER/CHANGE SEQUENCE. 


Getting Started 


Apple, Apple I, I+, Ile, lic users: 

Insert the program disk into disk drive *1 and turn on your 
computer and monitor. If you are using an Apple He, Apple IIc, 
or Franklin Ace computer, make sure the [CAPS LOCK] is 
down. This program only recognizes commands in uppercase 
characters. 


Commodore 64 users: 

Turn on the disk drive first. Then turn on the computer and 
monitor. Put the disk into disk drive 1 with the label facing up. 
Close the drive door. When the word READY appears on the 
screen, type the following: 


LOAD*™*”’,8 


Then press [RETURN]. A message tells you the computer is 
searching for a program. When the word READY appears, type 
RUN and press [RETURN] to load the program. The process takes 
a few minutes. 

Note: Whenever this manual refers to [ESC], Commodore 64 
users should press [f1 ]. 


IBM PC, PC XT and PCjr. users: 
First Time Use: 


1. Insert the DOS disk that came with your computer into the 
disk drive. This disk should contain the disk operating system 
(DOS) and a BASICA.COM. file. If you are using a two-drive sys- 
tem, insert the DOS disk in drive A and the program disk in drive 
B. If you are using a PCjr, make sure that your BASIC cartridge is 
installed in a cartridge slot. 


2. Turn on the computer and monitor. Screen prompts request 
the date and time. Type them and press the RETURN key : 
Now you see the copyright notice and A>. Type B: and press the 
[RETURN] key. 


3. Now you see B). If you are using a PCjr, type MAKEPCJR and 
press the [RETURN] key. For any other system, type MAKEPC 
and press the [RETURN] key. 


If you have a two-drive system, the program will be installed. Go 
to step 5 for further instructions. 


Single-drive systems require the following additional procedures. 


4. You'll see the prompt INSERT DISKETTE FOR DRIVE B: 
AND STRIKE ANY KEY WHEN READY. Remove the DOS disk 
and insert the program disk into the disk drive. Strike any key on 
the keyboard. (Follow these instructions whenever you see this 
prompt.) Whenever you see the prompt INSERT DISKETTE FOR 
DRIVE A: AND STRIKE ANY KEY WHEN READY, remove the 
program disk from the disk drive and insert the DOS disk. Then 
strike any key on the keyboard. 


5. Now you see the prompt B> again. To set up the program so 
that, in the future, it runs automatically, type: 


COPY PRIMER.BAT AUTOEXEC.BAT 
and press the [RETURN] key. 
Type PRIMER and press the [RETURN] key. 


If you do not want to set up the program to run automatically, 
simply type PRIMER in response to the B> prompt and press the 
[RETURN key. 


For Subsequent Use: 


Insert the program disk into drive A and turn on your compu- 
ter and monitor. If you are using a PCjr, make sure the BASIC car- 
tridge is installed. 

If you have set up the program to run automatically, the pro- 
gram will run. Otherwise, you see the date and time prompts. 
Respond when they appear. Now you see A>. Type PRIMER and 
press the [RETURN] key. ) 


Lesson Demonstrations 


The first time this program is used, you can see a demonstration 
of the Reading Primer Drill. On subsequent occasions, you can see 
a demonstration of either the spelling or reading lessons by making 
the appropriate selections from the Learning Manager Menu. This 
menu is explained in more detail on page 13. 


Reading Demonstration 


If you followed the Getting Started instructions, after the title 
page appears, you see the Choices Menu. To begin the reading 
demonstration, make the appropriate selection from the Choices 
Menu. 
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Screen appearance may vary with different computers. 


Press [1] RUN DEMONSTRATION UNITS. After a moment, 
three drawings appear on the left side of your screen, and a word 
appears on the right. This demonstration shows how the lesson 
operates and you can watch what happens when a correct or incor- 
rect answer is given. 


Spelling Demonstration 


When the reading demonstration is finished, you return to the 
Choices Menu. Press the RIGHT ARROW key. After a moment, 
you see the Learning Manager Menu. 


SPELLING HNO REAUING FRINER 
LESRNING MANAGEMENT 
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|Mode: READING PRIMER DEMONSTRATION 
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To change the demonstration, press [1] SELECT PROGRAM. 
Now you see the Program Selection Menu (an illustration appears 
on page 10). The current selection, Reading Primer, is 
highlighted in inverse lettering (dark characters against a light 
background). Press [1] SPELLING PRIMER to select Spelling 
Primer. Since this is an OKAY selection, press [0] OKAY. You return 
to the Learning Manager Menu. Press [9] EXIT to go to the Choices 
Menu. Press [1] to begin the Spelling Demonstration. You see a 


PROGRAM SELECTION 


SPELLING PRIMER 


a 
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listing of the Spelling Demonstration Units. Each unit is comprised 
of a number of words. (For a complete listing of the words, see page 
21.) This screen shows only the first 11 word lists. There are a total 
of 22 lists. To preview individual word groups, type the number 
corresponding to the appropriate unit and then press [RETURN]. 
To see more lists, type in 23. To preview every unit, type in 24. To 
go back to the Choices Menu, press [Q] and then [RETURN]. To 
reenter the spelling demonstrations from this menu, press [1] RUN 
DEMONSTRATIONS. To leave the demonstrations, press [9]. 


Getting to the Lessons 


_ Anumber of steps are required to switch from the demonstra- 
tion to the lessons. While in the Choices Menu, press the RIGHT 
ARROW key. In a moment, the Learning Manager Menu appears. 
The first selection, [1] SELECT PROGRAM, lets you choose 
between the Spelling and Reading sections of the system. 
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Press [1] SELECT PROGRAM to see the Program Selection Menu. 
Because you are already in the Spelling section of the program, 
Spelling Primer is highlighted in inverse lettering. If you want to 
switch to the Reading section, press [2] READING. For the 
moment, however, we will stay in the Spelling section. Press 
[9] OKAY to return to the Learning Manager Menu. 

Since you want to change from the demonstrations to one of the 
lessons, press [2] CHANGE LEARNING MODES to see the 
Learning Modes Menu. 


SPELLING @NU REALL 
LEARNING MANAGEMED 
WER 2.6.1 2 


= = 
eee 
(=) = 


DRILL 
TUTORIAL 


OKAY | 


@ WHICH ONE (4-3) vr? & 


Demonstration is highlighted in inverse lettering to indicate the 
current selection. To enter the Drill lessons, press [2] DRILL and 
then press [9] OKAY. When FIRST NAME appears on your screen, 
type in the first name of your child or student (up to 10 characters) 
and press [RETURN]. When LAST NAME appears on your screen, 
type in the last name of your child or student (up to 20 characters) 
and press [RETURN]. When TRIALS PER UNIT appears, enter 
the number of words you want the computer to select from the 
specified units (2-999). And finally you are asked for a STARTING 
UNIT and then an ENDING UNIT. Choose the appropriate 
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number for the starting word list and press [RETURN]. Do the 
same for the ending word list. If you want the lesson to cover just 
one word list, enter the same number for both the starting and 
ending unit. To include every word list ina lesson, enter 1 for the 
Starting unit and 22 for the ending unit. After choosing the start- 
ing and ending units, you should see the Learning Manager Menu 
on your screen. 
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BEGINNING THE LESSONS 


As you have seen in the demonstrations, the Spelling and 
Reading lessons introduce your child to spelling and reading by 
linking pictures of familiar objects with words and identifying basic 
word groupings. The following instructions, labeled Spelling 
Lessons and Reading Lessons, show. you how to use the lessons 
most effectively. If you followed the previous instructions, the 
Learning Manager Menu is on your screen. 
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The top line of the Learning Manager Menu indicates the current 
selections: SPELLING PRIMER program, DRILL lessons. These 
selections were made previously. In the Demonstrations instruc- 
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tions, you switched from Reading to Spelling. In the Getting to the 
Lessons section, you switched the anne mode from Demonstra- 
tion to Drill. 


Spelling Lessons 


The first Learning Manager Menu option, [1] SELECT PRO- 
GRAM, lets you choose between the Reading and Spelling sections. 
[2] CHANGE LEARNING MODE, the second option, lets you 
change the learning mode from Drill to Tutorial. The third option, - 
[3] ADD NEW LEARNER/CHANGE SEQUENCE, lets you add a 
new name to the lesson, change the number of trials per unit, or 
change the beginning and ending unit of the drill. [4] REVIEW 
LEARNER FILE lets you review a previously completed lesson. 
The final option, [9] EXIT, sends you to the Choices Menu. 


Drill 


To begin the Drill lessons, press [9] EXIT on the Learning 
Manager Menu. When the Choices Menu appears, press [1]. (If you 
want to end the program, press [Q].) 

A drawing of an object appears on the left side of the screen and 
three faces appear on the right. Your child must type in the word 
that corresponds to the object. If a drawing of an arm appears, the 
child must type in A R M and press [RETURN]. A correct response 
produces a simple musical tune, a smiling face, and a point is added 
to the score. An incorrect response produces a buzz and a frown- 
ing face. The child has three chances to get the correct answer. If 
he fails to respond correctly after three tries, the correct answer 
appears under the drawing and then the lesson moves on to the 
next word. 
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At the end of the lesson, the Choices Menu reappears. This time, 
only one option is available. 


To leave the program, press [0] END FOR NOW. To return to 
the lessons, press the RIGHT ARROW key while in the Choices 
Menu. When you see the Learning Manager Menu, you'll notice 
that LEARNING SEQUENCE COMPLETED is listed at the top of 
the page. This indicates the lesson is finished. Before another les- 
son can begin, you must press [3] ADD NEW LEARNER/ 
CHANGE SEQUENCE. To review the results of the previous les- 
son, press [4]. 


Tutorial . 


To change the lessons from Drill to Tutorial, press [2] CHANGE 
LEARNING MODE on the Learning Manager Menu. When the 
Learning Modes Menu appears, press [3] TUTORIAL. Now you see 
WORD DISPLAY (SEC) in inverse lettering at the bottom of the 
screen. Type the number of seconds you want a word to be 
displayed on the screen during the lessons (from one to 99 
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seconds). If you select a single digit number, press [RETURN] after 
typing the number. After you have entered the appropriate number, 
press [9] OKAY to return to the Learning Manager Menu. 

From the Learning Manager Menu, press [3] ADD NEW 
LEARNER/CHANGE SEQUENCE to add the name of the child 
starting this lesson, to give the appropriate instructions for number 
of words, and to define number of units to be used. Press 
[RETURN] after entering the number of the ending unit to return 
to the Learning Manager Menu. 

Once back at the Learning Manager Menu, go to the Tutorial 
lessons by pressing [9] EXIT. To begin the lessons, press [1] RUN 
SPELLING TUTORIAL. In this lesson, the screen is similiar to the 
screen used in the Drill lessons with one exception. Beneath the 
drawing, the corresponding word appears. After a few moments, 
the word disappears and the child must then type it in. The pro- 
gram does not accept incorrect letters. The child has twelve turns 
to type the word in correctly. If he is unsuccessful, the correct spell- 
ing is displayed before the lesson moves on to the next word. 

If a child doesn’t respond to a question by typing within 10 
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seconds, the computer beeps; if no response is given by the time 
the computer beeps five times, the lesson ends and the student is 
returned to the Choices Menu. 


When the lesson is complete, you see the Choices Menu. Press 
{[ —~] to return to the Learning Manager Menu. To review the 
lesson, press [4]. 


Reading Lessons 


Reading Primer teaches children to associate a word with its cor- 
responding object. In this section, three separate objects and a 
single word are displayed. The child selects the picture that cor- 
responds to the word by pressing [SPACE BAR] and then pressing 
[RETURN]. 


Drill 
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To select the reading lessons from the Learning Manager Menu, 
press [1] SELECT PROGRAM. When the Program Selection Menu 
appears, press [2]. Since this choice is OKAY, press [6] OKAY to 
return to the Learning Manager Menu. To select the proper learn- 
ing mode, press [2] CHANGE LEARNING MODE on the Learning 
Manager Menu. When the Learning Modes Menu appears, press [2] 
for the Drill lessons, and then press [Q] to return to the Learning 
Manager Menu. Before you begin the lessons, you must press 
[3] ADD NEW LEARNER/CHANGE SEQUENCE. Identify the 
child working with the lesson and define the appropriate options. 
After you specify the ending unit, press [RETURN] to go back to 
the Learning Manager Menu. From this menu, you can exit to the 
Drill lessons by pressing [9]. 

To begin the Drill lessons, press [1] on the Choices Menu. Three 
boxes appear on the left side of the screen and three faces appear 
on the right. After a moment, three objects appear in the boxes and 
then a word appears on the right. To select an answer, your child 
presses [SPACE BAR] to move a check mark from box to box. 
When the check is in the box that corresponds to the word, the 
child presses [RETURN]. If the wrong choice is made, the com- 
puter buzzes, the check is crossed out, and a check appears in the 
correct box. When the lesson is complete, press [9] END FOR 
NOW or follow the procedures described on page 15 to return 
to the Learning Manager Menu. 
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TROUBLESHOOTING 


Before attributing a problem to defective software, please con- 
sider the following: 


Did you follow the correct procedure? Check the manual to 
make sure you took the correct steps. 


Loading errors? If the computer gets an “I/O” error or does not 
load the program properly, unlatch the disk drive, slide out the 
disk and then slide it back in as far as possible. Reclose the latch. 
If the problem remains, insert a disk that you know works prop- 
erly. If this disk doesn’t work either, your drive may be the problem. 


Do not write protect the disk. File writing occurs during use 
of the program; do not place a Write Protect tab on the program 
disk. 


Apple computers only: 


Upper case characters? This program only recognizes com- 
mands in upper case characters. If your Apple II or Apple I+ has 
been modified to provide both upper and lower case capability, 
disconnect the modification so your keyboard is locked in the 
upper case position — or press the shift key before typing com- 
mands. 


Cap lock down? For both the Apple IIe and Franklin Ace 1000, 
the [CAPS LOCK] must be in a down position before this pro- 
gram will recognize commands. 


Controller card installed? A 16-sector Controller card must 
be installed in slot *6 of your computer for the program to work 
properly. (This does not apply to Apple IIc.) 


Integer Basic Card? If an integer BASIC firmware card is installed 


in your Apple II+, you must remove it before you can run this 
program. 


Still having trouble? Call our Customer Service Repre- 
sentative at (415) 546-1937. 
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Unit Descriptions 
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Simple two and three letter words 
More simple three letter words 
Four letter, one syllable words 
Double vowels/consonants 

Hard C’s and silent E’s 

More hard C’s and silent E’s 

One syllable with diphthongs 


More with diphthongs or consonants 


Simple multisyllable words 


Difficult multisyllable words 
Directions and numbers 
Shapes 


Animals 


14-22 Assorted words 
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Unit 1 


PIN 
ANT 
ARM 
SAW 
BOX 
HAT 
BED 
PIG 
BUS 
AX 


Unit 2 


SUN 
MOP 
BAG 
DOG 
BAT 
PAN 
POT 
NET 
WEB 
FAN 


Unit 3 


WING 
BELT 
RING 
NAIL 
FISH 
STAR 
BIRD 
TENT 
FLAG 
FROG 
DRUM 
LAMP 
HORN 
HAND 
BARN 


Unit 4 


SPOON 
STOOL 
BALL 
TREE 
MOON 
BELL 
BOOK 
BOOT 
BROOM 
BALLOON 
HOOK 
DOOR 
FOOT 
GLASSES 
DRILL 
DEER 


Unit 5 


GATE 
CAR 
FIRE 
PIPE 
TAPE 
NOSE 
CAT 
CUP 
KITE 
COW 
BONE 
CLAMP 
SCREW 


Unit 6 


WAVE 
TIE 
CAP 
CAKE 
PIE 
RAKE 
HOE 
CAN 


SNAKE 
BRIDGE 
SLIDE 
KNIFE 


Unit 7 


CHAIR 
BREAD 
HORSE 
HOUSE 
LOCK 
CLOCK 
BLOCK 
SOCK 
EYE 
EAR 
SHOE 
KEY 
GEAR 
HEART 
PANTS 
ELBOW 
WRIST 


WHISTLE 


Unit 8 


PEAR 
BOAT 
FENCE 
SHIRT 
CHAIN 
WHALE 
SWING 
SNAIL 
SEAL 
LEAF 
WRENCH 
BRUSH 
BENCH 
COMB 
BEAR 
FAUCET 
SHOULDER 
TAIL - 
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Unit 9 


WAGON 
STAIRS 
PENCIL 
BANANA 
WINDOW 
FINGER 
RULER. 
FLOWER 
SPIDER 
LION 
SHOVEL 
PLIERS 
MAGNET 
BASKET | 


Unit 10 


TABLE » 
FUNNEL 
HAMMER 
LADDER 
CARROT 
APPLE 
TURTLE 
CANDLE 
MONKEY 
SADDLE 
ANCHOR 
ROCKET 
ANTENNA 
ZIPPER 
PITCHER 
BUTTERFLY 
AIRPLANE 


Unit 11 | 


NORTH 
SOUTH | 
EAST 
WEST 

UP 
DOWN 


LEFT 
RIGHT 
ONE 
TWO 
THREE 
FOUR 
FIVE 
SIX 
SEVEN 
EIGHT 
NINE 


Unit 12 


SQUARE 
RECTANGLE 
DIAMOND 
CIRCLE 
OVAL 
TRIANGLE 
OCTAGON 
HEART 


Unit 13 


HORSE 
ANT 
FISH 
CAT 
BIRD 
COW 
FROG 
TURTLE 
PIG 
DOG 
WHALE 
MONKEY 
SPIDER 
SNAIL 
LION 
SEAL 
BEAR 
DEER 


Unit 14 


HAT 
SCISSORS 
SEVEN 
CAN 
ZIPPER 
CANDLE 
TRIANGLE 
CLAMP 
BANANA 
TEN 
SLIDE 
WING 
WEST 
RING 
PAN 
SWING 
MONKEY 
OVAL 
WHISTLE 


Unit 15 


COMB 
BOOT 
BASKET 
ONE 

PIN 
LADDER 
PIG 
DOG 
TURTLE 
SOUTH 
WHALE 
DRUM 
CAR 
SNAKE 
NOSE 
GLASSES 
MAGNET 
TAPE 
FINGER 


Unit 16 


BREAD 
LEFT 
TABLE 
AX 

FIVE 
WRENCH 
TIE 
ELBOW 
HOE 
BALL 
PENCIL 
BARN 
BELL 

EAR 
BALLOON 
THREE 
DRILL 
NINE 
FIRE 


Unit 17 


PIANO 
SCREW 
LOCK 
CHAIN 
PLIERS 
FAN 
EIGHT 
NAIL 
HOOK 
GEAR 
FUNNEL 
PITCHER 
SEAL 
BROOM 


~ BIRD 


FISH 
CAP 
CAT 
DEER 


Unit 18 


FENCE 


ANCHOR 
FAUCET 
SQUARE 
WRIST 
BOOK 
STAIRS 
PEAR 
SNAIL 
PIPE 
SHOE 


. BLOCK 


LAMP 
DOOR 
APPLE 
NORTH 
KITE 
SPIDER 
DIAMOND 


Unit 19 


HORSE 
FROG 

PIE 

LEAF 
GATE 
BONE 
POT 

FLAG 
COW 
HAND 
SUN 
OCTAGON 
WAGON 
BELT 
BOAT 
TENT 
BENCH 
FOOT 


Unit 20 


DOWN 
BUTTERFLY 
IRON 

CAKE 
AIRPLANE 


BAG 
BEAR 
HEART 
FLOWER 
SHIRT © 
CLOCK 
RIGHT 
KEY 

CUP 
SADDLE > 
HAMMER 
SOCK 
MOON 
TAIL 


Unit 21 


TWO 
STAR 
STOOL 
ANTENNA 
UP 
WINDOW 
SPOON 
BOX 
EAST 
HOUSE 
FOUR 
HORN 


BRIDGE 
ANT 
WEB 
FORK 
PANTS 
BUS 
SAW 


Unit 22 


RULER 
SHOVEL 
CIRCLE 
NET 
WAVE 
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RECTANGLE 
CHAIR 
LION 
BED 

BAT — 
SHOULDER 
ROCKET 
STIX 

BRUSH 
TREE 

ARM 
RAKE 
KNIFE 

EYE 


LIMITED 90-DAY WARRANTY - BRITANNICA SOFTWARE DISKS 
(valid in USA & Canada Only) 


Britannica Software, Inc. warrants to the original consumer that the Britannica 
Software disk shall be free from any defects in material or workmanship for a 
period of 90 days from the date of purchase. You should keep your receipt 
for validation. : 


Any Britannica Software disk which is found to be defective during the warran- 
ty period will be replaced by Britannica Software. Return the disk, accompa- 
nied by proof of date of purchase satisfactory to Britannica Software, no later 
than one (1) week after the end of the warranty period, shipping charges pre- 
paid, to: 


Britannica Software, Inc., Customer Relations, 345 Fourth Street, 
San Francisco, CA 94107. 


This warranty shall not apoly if the disk has been damaged by negli- 
gence, accident, improper or unreasonable use, or by any other caus- 
es unrelated to defective materials or workmanship. 


DISCLAIMER OF WARRANTIES - 
BRITANNICA SOFTWARE COMPUTER PROGRAMS 


All Britannica Software computer programs and related informational. materials 
are distributed on an “as is" basis without warranty of any kind. Any state- 
ments concerning capabilities or utility of a computer program are not to be 
construed as express or implied warranties. The entire risk as to the quali- 
ty and performance of such programs is with the purchaser. Should 
such programs prove defective following their purchase, the purchas- 
er and not the manufacturer, distributor, or retaller assumes the en- 
tire cost of all necessary servicing or repair, (except for replacement by 
Britannica Software of defective disks as provided above). 


EXCLUSIONS FROM WARRANTIES - 
BRITANNICA SOFTWARE DISKS AND COMPUTER PROGRAMS 


The exclusions and disclaimers in this paragraph apply to all Britannica Soft- 
ware disks and Britannica Software computer programs. All implied warran- 
ties (including warranties of merchantability and fitness for any partic- 
ular purpose) with respect to Britannica Software products are hereby 
excluded and disclaimed. Britannica Software shall not be liable for 
incidental and/or consequential damages, including injury to property 
or persons, that may result from use, malfunction, or failure of Britan- 
nica Software disks and computer programs. In all cases, the liability of 
Britannica Software shall be limited to replacement of defective disks as pro- 
vided above. : 

Some states do not allow the exclusion or limitation of incidental or 
consequential damages, so the above limitations and exclusions may 
not apply to you. This section regarding warranty gives you specific 
legal rights, and you miay also have other rights which vary from state 
to state. 
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